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1 4.FRAME BUFFER 



ONE-TO-ONE CORRESPONDENCE 
BETWEEN FRAME BUFFER MEMORY 
AND DOT ON SCREEN 



FIG.1 
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DIVIDE INTO POLYGONS 



GEOMETRY ENGINE 
(COORDINATE TRANSFORMATION, 
BRIGHTNESS CALCULATION, 
CUPPING, ETC.) 
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PASS 1: 

DRAW ONLY OPAQUE OBJECT WHILE 
EXECUTING HIDDEN SURFACE REMOVAL 
BY Z-BUFFER ALGORITHM. ALSO UPDATE 
Z-BUFFER IN THIS PASS. 



PASS 2: 

BLEND ONLY SEMITRANSPARENT OBJECT 
BY EQUATION (1) WHILE EXECUTING 
HIDDEN SURFACE REMOVAL BY 
Z-BUFFER ALGORITHM. DO NOT UPDATE 
Z-BUFFER IN THIS PASS. 



PASS 3: 

BLEND ONLY SEMITRANSPARENT OBJECT 
BY EQUATION (1) WHILE EXECUTING 
HIDDEN SURFACE REMOVAL BY 
Z-BUFFER ALGORITHM. ALSO UPDATE 
Z-BUFFER IN THIS PASS. 
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FIG.5 
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